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PLEASE DON’T MAKE ILLEGAL COPIES 


The program you’ve purchased was produced through the efforts of 
many people. Don’t make copies for others who have not paid for 
the right to use DOOM II. To report copyright violations to the 
Software Publishers Association, call 1-800-388-PIR8 or write: 
Software Publishers Association 

Suite 901 


1101 Connecticut Avenue NW 
Washington, DC 20036 


This program is protected by federal and international copyright. 
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IMPORTANT NOTE TO MULTIPLAYER MODE USERS 
When you are playing with friends, certain rules for playing 
Ultimate DOOM / DOOM II change significantly. Full details on this 
are included on the separate Multiplayer Addendum found in your 
game box. 

IF YOU REQUIRE TECHNICAL ASSISTANCE 
lf you are having problems running DOOM Il, please refer to the 
Troubleshooting Section. If you require further assistance call GT 
Interactive Software’s Technical Support at: 970-522-1797. 
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For ULTIMATE DOOM & DOOM II 


DOS: 
386/33 DX with 4MB RAM running DOS® 5.0 or higher. 
CD-ROM drive. Double speed or better recommended. 
20 MB free hard disk space (for each game). 
VGA graphics. 
Sound card (most popular cards supported). 


Windows 95: 
486/66 with 8MB RAM running Windows® 95. 
CD-ROM drive. Double speed or better recommended. 
25 MB free hard disk space (for each game). 
VGA graphics. 
Sound card — —— cards supported). 
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For MASTER LEVELS FOR DOOM II 


To play MASTER LEVELS FOR DOOM II, DOOM II must be 
installed on your hard drive. 


MAXIMUM DOOM contains over 1600 WADs for use with 
DOOM Il and over 200 WADs for use with DOOM. To play 
these levels, either Doom, Ultimate Doom or Doom II must be 
installed on your hard drive. 


MASTER LEVELS FOR DOOM II requires an IBM compatible 
computer with a minimum of a 486 DX33, with 4 MB RAM or 
higher, 5MB free hard disk space, a single speed CD-ROM 
drive and MS-DOS 5.0 or higher. 


The DOON-IT interface requires the DOS versions of Ultimate 
Doom or Doom II to be installed. The new WAD files can be 
accessed via the Launcher if you install the Windows 95 ver- 
sions. 
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Installation of ULTIMATE DOOM & DOOM Il 


README.txt file. 

After installing either game, you should review the README. TXT 
file to see if there were any last minute updates to the game or this 
manual. To view the file: 

DOS 

1. Tyoe CD\DOOM2 [ENTER] or CD\DOOM [ENTER] 

2. Type MORE<README.TXT [ENTER] 


Windows 95 

1. With the CD in the drive, click the START button. 

2. Select Programs. 

3. Select Windows Explorer. 

4. Double click the CD-ROM drive in the Explorer window. 
5. Double click the README. TXT icon. 


To install the DOS version of ULTIMATE DOOM or DOOM II 


If you are running Windows 3.1 you must first exit to DOS by click- 
ing File in the top left of Program Manager, selecting Exit 
Windows, and then clicking OK. Note that each time you play 
you'll have to exit Windows and then switch to your DOOM II (usu- 
ally C:\DOOM2) or Ultimate DOOM (usually C:\DOOM). 


1. Place your DOOM II or Ultimate DOOM CD in your drive. 

2. Switch to your CD-ROM Drive by typing D: and press [ENTER]. 
Or use the appropriate letter. 

3a. For DOOM Il: Change to the DOOM II directory by typing 
CD\DOOM2 and pressing [ENTER]. 

3b. For Ultimate DOOM: Change to the DOOM directory by typing 
CD\DOOM and pressing [ENTER]. 

4. Type INSTALL and press [ENTER] to start the installation pro- 
gram. 

5. Follow the on-screen prompts. 


Once Ultimate DOOM or DOOM II is installed on your hard drive, 
the SETUP program will automatically run. Use the setup program 
to configure Ultimate DOOM or DOOM II to your system. If you 
are unsure what to select, consult your computer manual or sound 
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card manual for assistance, or just accept the defaults by pressing 
[ENTER]. If you Know you have a sound card and speakers, but 
are unsure which card, try SoundBlaster TM for both Music Sound 
and Sound FX card, as it’s the most common. 


After you have configured the Setup for your system, select “Save 
Parameters and Launch DOOM II (Ultimate DOOM)” from the 
setup program’s main menu, and press [ENTER]. Now you are 
ready to play. See “Playing DOOM II (or Ultimate DOOM) in this 
manual for more information. 


Running the DOS version of ULTIMATE DOOM or DOOM Il 


1a. DOOM Il: From the C:\> prompt type CD\DOOM2 [ENTER] 

1b. Ultimate DOOM: From the C:\> prompt type CD\DOOM and 
press [ENTER]. 

2a. DOOM Il: Type DOOM2 [ENTER] 

2b. Ultimate DOOM: Type DOOM [ENTER]. 


To install the Windows95 version of ULTIMATE DOOM or DOOM II 


DOOM Il and Ultimate DOOM supports Autoplay with Windows 
95. With Windows 95 already running, place the CD-ROM in your 
CD-ROM drive. The autoplay program will start. Click on Install 
and follow the instructions. 


*Note: If the autoplay does not start, you can manually start the 
install by doing the following. Click Start, select Control Panel, 
select Add/Remove Programs, click Install. Windows will search 
for the install program on your CD-ROM drive. When it finds the 
Ultimate DOOM or DOOM Il install program, click Finish to start 
the install. Follow the instructions. 


1. Click START 

2. Select PROGRAMS 

3a. Select DOOM II for Windows 95 folder 

3b. Select Ultimate DOOM for Windows 95 folder 
4. Click on DOOM95 


This brings up THE LAUNCHER! 
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The LAUNCHER Main Menu 


This is where you can select your game options and parameters. 
The Launcher’s main screen lets you select the basic options, 
while the Advanced... and Configuration... buttons give you 
access to more specialized options. These options are described 
in greater detail below. Note that except for a few menu options 
available from within the game, you can only change your selec- 
tions in the Launcher before you start a game. If you are already in 
a game you'll have to quit and restart the Launcher to make any 
new selections. 


Type of Game or Connection 
You can choose from Single Player, DOS DOOM over Modem, 


IPX Connection for DOS or MAC DOOM, Modem Connection for 
DirectPlay (2 player, modem), Null Modem cable connection, 
WinSock IPX Connection for DirectPlay (typically Novell), or 
WinSock TCP Connection for DirectPlay (Internet and LAN). See 
Starting a Multiplayer Game later in this manual for more info 
about these options. 





Player Alias 
Here you can give yourself a name for the duration of a multi- 


player game. Go wild! We recommend something a bit more 
forthright than Wimpboy and the like (this would suggest slow- 
moving-target to your frag-partners). Try DeButcher or Yer Mama, 
or something equally offensive! 


Game Name 

You can call the multiplayer game whatever you wish (if you are 
the guy who initiated the frag-fest)! If there’s a player who gets the 
most frags in your typical blastathon, you might name it in his 
honor...Kill Bill for a Thrill, or... 





Games Currently available 

Displays a list of games waiting for participants (say you have 
multiple games starting at lunch or after hours -right- at your 
office). 


Game Information 
Tells you what the parameters are for the game you have 
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selected. Stuff like Deathmatch II, No Monsters, etc. 


Game WAD File 

This tells you what WAD file you are using. The WAD file is a file 
which contains all the information for the DOOM Levels. The WAD 
file which comes with DOOM II is called DOOM2.WAD. 


Custom WAD File 

You can obtain custom-made environments from a number of dif- 
ferent sources, or you can make them yourself. Custom WADs 
can be found on most online services or the internet. From this 
menu you can choose which custom WAD to use for your death- 
match, single-player game, tag-match, etc. Note that each player 
has to have the selected WAD resident on their machine for this to 
function properly. (This is where you can select your MASTER 
LEVELS for DOOM Il WAD files.) 


Skill Level 
Lets you choose from five settings of difficulty, from Hey Not Too 
Rough to Nightmare! 


Episode/Level | 
Lets you choose which episode and level you want to start from; 


within the current WAD. 


Deathmatch Options 
Lets you choose between two types of Deathmatch: Deathmatch 


and Deathmatch II. In Deathmatch (original form), weapons/items 
remain where you picked them up (available for other to collect), 
but you can only pick them up once between deaths. You might 
consider the first Deathmatch version to be the more strategic 
game for DOOM-purists, as ammo is limited, and you do more 
stalking and less generalized blasting as a result. Deathmatch Il 
has weapons and items (except Invisibility and Invulnerability-one 
time items) disappear when you snag them, but reappear after 
some time. 


Monster Options 
Lets you choose from No Monsters, Fast Monsters, and Respawn 


Monsters. If you check No Monsters the levels contain only you 
and the other fragmeisters. Fast Monsters do everything, like 
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moving and shooting, faster! If you choose Respawn Monsters, 
the Monsters that are offed come back after a short time. We 
probably don’t need to mention that it would be bone-headed to 
choose No Monsters and Respawn Monsters for the same match, 
right? Thought not. 


Advanced 
Click on this button to display the advanced options dialog. The 
advanced options dialog is described in detail below. 


Configuration 
Click on this button to display the configuration dialog, described 


in detail below. 


New Game 
Click this button to start anew game using all of the settings you 
have selected. 


Cancel 
Click this button to exit DOOM II or Ultimate DOOM. 
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Game Menu 

The Game Menu lets you load a previously saved game, or set a 
time limit for Multiplayer games (from one to 999 minutes). In a 
time limit game you will not have to find the exit to advance to the 
next level of play -- the game will automatically advance to the 
next level when the time limit is reached. The game menu also lets 
you select a turbo boost value from 1 to 255. Turbo boost 
increases the base speed at which you can move within the game. 
Like the time limit, this only affects multiplayer games. 


Demo Menu 

The Demo Menu lets you record your game sessions and play 
them back later. To record or play back, select Demo. To record a 
game click on Record Demo check box. Next, enter a name for 
the recorded demo. Specify a maximum size for the file. Click OK 
to return to the main menu. 








Screen Resolution Menu 
This lets you choose from 4 resolution modes. You can also 
choose to play in full screen. Make your selections and click OK. 
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CONFIGURATION OPTIONS 


This lets you customize a number of parameters. 


Keyboard 
Use this dialog to change the keys which control your movement 


and actions within the game. *Note: If you change the default keys 
for movement and actions make sure you do not select a new key 
which is already used for another function. For example, do not 
use the up arrow for moving forward plus selecting the shotgun. 
The program doesn’t prevent you from doing this, but it should be 
avoided. 


Mouse 

Turn mouse support ON/OFF, assign the buttons for moving you 
forward/strafing, and firing. There is also a slide bar which you 
adjust the sensitivity of your mouse. 


Joystick 
Choose a joystick that you’ve installed under Windows 95 and 


assign buttons for fire, open, strafe, and speed. The Configure 
button lets you calibrate your joystick. 


Chat Strings 
When you’re in a multiplayer game you can communicate with the 


other players by pressing T and then typing a message, followed 
by [ENTER]. The chat strings feature lets you predefine up to ten 
messages which you can send with a few simple keystrokes, thus 
helping you keep focused on the action and not spend your time 
typing. To use chat strings in a multiplayer game, press [ALT] fol- 
lowed by the number (0-9) of the chat string you wish to send. 
Audio 

Set the sound effects volume and number of channels, as well as 
the music volume. 


Copy and Delete Configurations 
Use these to copy a configuration from another computer, or to 


delete one or more of your saved configurations. 
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To UNINSTALL under Windows 95 


If you wish to uninstall DOOM II or Ultimate DOOM, you should 

not just delete the files. Windows 95 will perform a much cleaner 

uninstall. 

1. Open the Control Panel and double-click on Add/Remove 
Programs. 

2. Select DOOM II or Ultimate DOOM from the list. 

3. Click the Add/ Remove button, and confirm the removal. 


If you ever inadvertently remove a necessary file from your com- 
puter and need to reinstall, you should first perform an uninstall, 
then install a fresh copy. 
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STARTING A MULTIPLAYER GAME 


A maximum of 4 players can enter a game on a network. A maxi- 
mum of 2 players can play via null modem or modem. Multiplayer 
games are started differently depending upon whether you are 
playing the DOS or Windows 95 versions. Windows 95 users use 
Launcher, and DOS users will use DM (DeathManager) program. 


Windows 95 

Start the LAUNCHER program. Using the pull down menu under 
Type Game or Connection, select the type of game you wish to 
play. You have the following available: 


DOS DOOM (Il) over Modem: 

For connecting by modem to another player running the DOS ver- 
sion. 

IPX Connection for DOS or MAC DOOM (II): 

For connecting through a local area network (LAN) to another 
player or players running the DOS or MAC version. 

Modem Connection for DirectPlay: 

For connecting by modem to another player running the Windows 
95 version. 

Null Modem Cable Connection: 

For connecting two computers via a serial cable. 

WinSock IPX Connection For DirectPlay:: 

For connecting to other players running the Windows 95 version 
over a network using the IPX protocol (typically Novell). 
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WinSock TCP Connection For DirectPlay:: 
For connecting to other players running the Windows 95 version 
over a network using TCP protocol. 


For multiplayer play, both players need to have the required soft- 
ware, and both need to make the appropriate selections. 


DOS 

Assuming you have installed DOOM II or Ultimate DOOM you 
should be ready to start a multiplayer game. First run the DM.EXE 
program by typing the following at the C:\> prompt: 

1. CD\DOOM2 [ENTER] or C:\DOOM [ENTER] 

2.DM 


This will start the DeathManager program, which will allow you to 
easily set up all the options available in a multiplayer game. Make 
your selections and then press [F10] to start the game. 


VERY IMPORTANT: 

lf you are using a modem it will need to be set at 9600 baud, with 
error-correction, data-compression and flow-control turned off. 
Please refer to the readme.txt file, in the \DOOM2 or \DOOM 
directory, for further details. Please be sure you have selected 
your modem, from the list in the SETUP program, before attempt- 
ing to play a two player game. 


Multiple Games on the Net: 

To play a multiplayer game over your network while another group 
is also playing, you'll need need to change your network port 
address with a command line parameter you pass to DM (-port 
<value>). The port address tells your server where to send infor- 
mation that is sent over the network. Network ports range from 1 
to 64000. You should refer to the person in charge of your network 
for available ports. 
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IMPORTANT: If your computer boots directly into Windows 3.x or 
Windows 95, make sure that you have exited Windows entirely 
before attempting installation. Windows 3.x users click FILE (top 
left of your Program Manager) then click Exit Windows. Click OK 
to fully exit Windows. 


Windows 95 users click START then Shut Down. Select Restart 
the Computer in DOS Mode, and click Yes. 


MASTER LEVELS for DOOM II is really three programs on one 
CD; Master Levels, Maximum DOOM and the latest DWANGO 
software. You will need to install each of these separately. Below 
are instructions on how each is installed. 


Installing Master Levels/ Maximum DOOM 
1. Put the MASTER LEVELS CD in your CD-ROM drive. 


2. Type D: [ENTER] Assuming that your CD-ROM drive is your D: 
drive. If your CD-ROM drive is not the D: drive, substitute the 
appropriate letter. 

3. Type CD\MASTER [ENTER] to install Master Levels OR Type 
CD\MAXIMUM [ENTER] to install Maximum DOOM. 

4. Type INSTALL [ENTER] This will start the installation program. 

5. Type © assuming that your hard disk is your C: drive.lf your 
hard drive is not the C: drive, substitute the appropriate letter. 

6. To accept the default path press [ENTER]. To change the path, 
type in the new path and press [ENTER]. This creates a direc- 
tory for the program you are installing (the default directory is 
C:\MASTER for Master Levels or C:\MAXIMUM for Maximum 
DOOM). 

7. If the installation program asks to create a directory, press Y. 


MASTER LEVELS or MAXIMUM DOOM will be installed to your 


hard drive. Once the installation is complete, the Doom-It program 
will automatically run. 
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USING the MASTER LEVELS for DOOMII 


Doom-lIt is the program which allows you to select from all the 
Master Level WADs as well as the Maximum Doom WADs. 


(DOOM-IT will only work with the DOS versions of Ultimate Doom 
or Doom Il. If you are using the Windows 95 versions, the 
LAUNCHER (see above) tkaes the place of Doom-lt.) |f you’ve 


just installed either program Doom-lt will automatically be run for 

you. If you’ve installed either program previously and want to play 
DOOM or DOOM II using the new WADs, you can run Doom-lt by 
typing the following: 

Running the Doom-It Program 

1a. Tyoe CD\MASTER [ENTER] for Master Levels. 

1b. Tyoe CD\MAXIMUM [ENTER] for Maximum Doom. 

2. Type DOOMIT [ENTER] 


If you are running Maximum Doom, Doom-lt will ask you to 
choose whether you are going to use DOOM WADs [DOOM 1] or 
DOOM II WADs [Doom 2]. Make your selection, using the 
up/down arrow keys, and press [ENTER]. 


Next, for both Master Levels and Maximum Doom, you'll need to 
set the proper paths so Doom-It knows where your DOOM and 
DOOM II files are. You’ll also need to specify the letter of your CD- 
ROM drive. To set the paths follow these steps: 


Setting Paths for Master Levels 
Master Levels only work with DOOM II so the only path you'llneed 


to specify is where your DOOM II program is (usually C:\DOOM2). 

1. Using your mouse click on PATH at the top of the screen. 

2. Next click on DOOM II. The DOOM II path will be displayed. 
(The default path is C:\DOOM2)). If the default path is not cor- 
rect use the BACKSPACE key to erase it. Enter in the correct 
path where your DOOM II program is and press [ENTER]. 

3. When you are done setting paths press [ESC]. 


Now you’re ready to try the new WADs. See “STARTING A 
... GAME” below. 


*Note: For Master Levels the CD-ROM setting, under the Path 

menu, actually refers to the hard drive letter where the program is 

installed to. If Master Levels is not installed on your C drive you 

should change the CD-ROM setting to the appropriate drive letter. 

Otherwise leave it as C:. To change the CD-ROM setting click on 

CD-ROM, type in the letter of er hard drive and press [ENTER]. 
1 


Setting Paths for Maximum Doom 
Maximum Doom has WADs for both DOOM and DOOM Il. There 


are so many WADs that it is not practical to install them to your 
hard drive. You will need to keep the MASTER LEVELS FOR 
DOOM II CD in your CD-ROM drive when using the Maximum 
Doom WADs. 


1. Using your mouse, click PATH at the top of the screen. 

2. Next click on DOOM or DOOM II. The current path will be dis- 
played. (The default is C:\DOOM\ for DOOM and C:\DOOM2\ 
for DOOM II.) If the default path is not correct use the BACK- 
SPACE key to erase it. Enter in the correct path where your 
program is and press [ENTER]. 

3. Next click on CD-ROM. The CD-ROM drive letter will be dis- 
played. (The default is D:). If your CD-ROM letter is not D then 
type the correct letter and press [ENTER]. 

4. When you are done setting the paths press [ESC]. 


Now you’re ready to try the new WADs. See “STARTING A 
GAME” below. 


Starting a Game 
1. If Doom-lit is not already running you’ll need to start it. See 


“Running the Doom-lIt Program” above. 

2. If you are running Maximum Doom, select whether you want to 
play Doom or Doom II WADs. Use the up/down arrow keys and 
press [ENTER], or just click on your selection with your mouse. 
lf you are running Master Levels you will be presented with the 
WAD selection screen. 

3. A list of available WADs will appear on the left of the screen. 

To the right of this list you are told what levels the new WAD 
replaces and a description of that particular WAD (not all WADs 
have descriptions). To select which WADs you want to play 

use the up/down arrows and the spacebar, or just click in your 
selection. 

4. After you have selected all the WADs you want press [ENTER]. 

5. The settings screen will be displayed. Review the settings. If 
you want to start a game using these settings type Y. Other wise 
type N or [ESC]. to return to the WAD selection screen. 


*Note: If you select 2 or more WADs which require the same level, 
the subsequent WAD will replace the previous one. When you get 
to the level in question, the game uses the last WAD you selected. 
See Troubleshooting at the end of the manual. 
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Installation of DWANGO 

1. Put the MASTER LEVELS FOR DOOM II CD in your CD-ROM 
drive. 

2. Type D: [ENTER] Assuming your CD-ROM drive is your D: 
drive. If your CD-ROM is not the D: drive, substitute the appro- 
priate letter. 

3. Type CD\DWANGO [ENTER]. 

4. Type INSTALL C [ENTER] Assuming that you want to install 
DWANGO to your C: drive. If you want to install DWANGO to a 
different drive substitute the appropriate letter. 

5. The first time DWANGO is run, a configuration screen will 
appear. Select the BAUD rate and COM port your modem is 
using (by highlighting the appropriate option and pressing 
[ENTER]), then MODEM type (Press [F1] for a list of modems). 
lf you are not sure what COM port or Baud rate you should use, 
consult your modem documentation. When you have finished, 
press [F10]. 

6. You will then be asked to pick a server. Select a server and 
press [F10]. You should select a server close to you. 
Remember, all toll charges apply when calling a long distance 
DWANGO server. 


DWANGO will dial the server you selected and try to connect. 
Once connected, follow the on-screen instructions for setting up a 
new DWANGO account. /f you are having trouble setting up 
DWANGO you can call the DWANGO tech support line at 
318-425-5252. Do not call GT tech support with DWANGO ques- 
tions as they will not be able to help you. 


Running DWANGO after Installation 
1. Type CD\DWANGO [ENTER]. 


2. Tyoe DWANGO [ENTER]. 
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You’re a marine, one of Earth’s toughest, hardened in combat 
and trained for action. Three years ago you assaulted a superior officer 
for ordering his soldiers to fire upon civilians. He and his body cast were 
shipped to Pearl Harbor, while you were transferred to Mars, home of the 
Union Aerospace Corporation. 

The UAC is a multi-planetary conglomerate with radioactive 
waste facilities on Mars and its two moons, Phobos and Deimos. With no 
action for fifty million miles, your day consisted of suckin’ dust and 
watchin’ restricted flicks in the rec room. 

For the last four years the military, UAC’s biggest supplier, has 
used the remote facilities on Phobos and Deimos to conduct various 
secret projects, including research on inter-dimensional space travel. So 
far they have been able to open Gateways between Phobos and Deimos, 
throwing a few gadgets into one and watching them come out the other. 

Recently, however, the Gateways have grown dangerously 
unstable. Military “volunteers” entering them have disappeared or been 
stricken with a strange form of insanity — babbling vulgarities, bludgeon- 
ing anything that breathes, and finally suffering an untimely death of 
full-body explosion. Matching heads with torsos to send home to the folks 
became a full-time job. Latest military reports state that the research is 
suffering a small set-back, but everything is under control. 

A few hours ago, Mars received a garbled message from Phobos. 
“We require immediate military support. Some fraggin’ evil is coming out 
of the Gateways! Computer systems have gone berserk!” The rest was 
incoherent. Soon afterwards, Deimos simply vanished from the sky. Since 
then, attempts to establish contact with either moon have been unsuc- 
cessful. 

You and your buddies, the only combat troop for fifty million miles 
were sent up pronto to Phobos. You were ordered to secure the perimeter 
of the base while the rest of the team went inside. For several hours, your 
radio picked up the sounds of combat: guns firing, men yelling orders, 
screams, bones cracking, then finally, silence. Seems your buddies are 
dead. 

It’s Up To You 

Things aren’t looking too good. You'll never navigate off the 
planet on your own. Plus, all the heavy weapons have been taken by the 
assault team leaving you with only a pistol. If only you could get your 
hands around a plasma rifle or even a shotgun you could take a few down 
on your way out. Whatever killed your buddies deserves a couple of pel- 
lets in the forehead. Securing your helmet, you exit the 
landing pod. Hopefully you can find more substantial firepower some- 
where within 
the station. 

As you walk through the main entrance of the base, you hear ani- 
mal-like growls echoing throughout the distant corridors. They know 
you're here. There’s no turning back now. 
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THE STORY CONTINUES...DOOM Il: Hell on Earth 


Back at last. After days of hard fighting in space, you’ve returned 
home on well-earned leave. You’re one of Earth’s crack soldiers, hard-bit- 
ten, tough, and heavily-armed. When the alien invasion struck Mars, you 
were the first on the scene. By killing, killing, and killing, you won. You 
stopped the invasion, saved Mars base, and became a war hero. What 
they don’t talk about so much is that you were the only survivor. 

But that’s all behind you now. You’ve quit the military, and are heading 
home. Your drop pod lands with a crunch. You open ‘er up, and look out. 
Damn! The city ahead is on fire. What the devil is going on? You stagger 
forward, clutching at your sidearm. Packs of refugees are fleeing the flam- 
ing metropolis. A band of them shriek in terror. You squint. What’s that? 
Someone is attacking the refugees. You rush up and blast away, killing the 
troublemaker. It looks like a human, but something’s wrong. His mouth is 
filled with half-chewed flesh, and he’s all messed up, like a zombie from a 
bad horror movie. Hell, not again! 

You can feel it. It’s all starting again, just like on Mars. First, people are 
taken over, turned into cannibal Things. Then the real horror starts, the 
deformed monstrosities from Outside. But now it’s on Earth 

lt turns out that the invaders are all over. Monsters range from Tokyo 
to Timbuktu, from Stockholm to Scranton. Billions are dead. Some people 
have been transformed into flesh-eating mutants, but a few, a very few, 
are still alive and fully human. The wise men of humanity have evolved a 
plan to save what’s left of the human race. They have built enormous ships 
to carry the remaining people into space, safely away from the ruined 
world. 

Unfortunately, Earth’s only ground spaceport has just been taken over 
by the demons. They’ve instituted a sort of force field — a flame barrier — 
over the port; no ships can land or take off. You gotta go back into action. 
The pathetic remnants of Earth’s soldiers are making an assault on the 
invaders at the spaceport. If you win, you might be able to turn off the bar- 
rier, so that the ships can leave, and Homo sapiens may not go extinct just 
yet. If you lose, that’s it. Humanity is history. 

You and your comrades make their attack. Soon, brave men drop like 
flies. You lose track of your friends, though sometimes you can hear them 
scream when they die, and the sounds of combat echo from deep within 
the starbase. 

Something hisses with rage from the steel tunnels ahead. They know 
you’re here. They have no pity, no mercy, take no quarter, and crave none. 
They’re the perfect enemy, in a way. — mes left but you. You...and Them. 
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OBJECT OF THE GAME 


Welcome to Ultimate DOOM / DOOM Il, a lightening-fast 
virtual reality adventure where you are the toughest 
space trooper ever to suck vacuum. Your mission is to 
fight your way though the demon-infested earth in the 
hopes of saving the Earth from an eternity in Hell. 

The gameplay for Ultimate DOOM / DOOM I is simple. This isn’t a 
cumbersome adventure game, but an action-oriented slugathon. To 
survive all you need is brains and a killer instinct. 
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USING THE DOOM II MENU 


When you run Ultimate DOOM / DOOM Il a self-running demo will 
begin. If you run the Windows 95 Ultimate DOOM, you will be put 
right into a game. To get to the menu press the Spacebar. Use the 
arrow keys, mouse, or joystick to move the skull cursor up and down. 
When the skull is adjacent to a desired selection, press the Enter key, 
left mouse button, or joystick Fire button to activate that selection. 


If you’re in a game, you can bring up the menu at any time by press- 
ing the Escape key. Many of the Menu options can be activated 
directly by using a function key, thus bypassing the menus entirely. To 
exit the menu, press the Escape key or to return to the previous menu 
from a submenu press the Backspace key. 





NEW GAME 
If you want to jump into the action, select this. DOOM will ask you to 
set the difficulty level. Each difficulty level differs in the toughness of 
the enemies you’ll face. Beware the Nightmare level of difficulty. It is 
definitely not suitable for inexperienced game players. 

LOADING AND SAVING YOUR GAME (F2 AND F3) 
Games can be saved or loaded at any time during the gameplay. To 
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save a game, move the skull cursor to any empty slot (or one you 
don’t mind writing over), and press the Enter key. This option is only 
available if you are currently in a game. To load a game, simply select 
the appropriate game from the Load Game menu. 


QUICKSAVE: Pressing the function key F6 allows you to Save a 
game without leaving the action. The first time QUICKSAVE is used in 
a given game, the standard Save menu appears. Select a slot. From 
then on, pressing F6 automatically saves the game to that slot with- 
out interrupting the fun of smackin’ baddies around. Pressing F9 
loads in the last QUICKSAVE game after prompting you. 


QUIT GAME (F10) 
Quit Game will quit from Ultimate DOOM / DOOM II and return to 
DOS. 


END GAME (F7) 
This allows you to end the current game without exiting to DOS or 
loading a new game. 


MESSAGES (F8) 
In DOOM Il, whenever you pick up an item, you'll receive information 
about the thing you just picked up. This option lets you toggle DOOM 
Il’s messages on and off. 


GRAPHIC DETAIL (F5) - not in Windows 95 
The default setting for the screen detail is HIGH. If you have a slower 
computer or video card, and the action is too jerky, you may wish to 
select LOW to make the game action smoother. 


SCREEN SIZE (+ and -) 
Just below this option is a bar with a sliding marker. When this option 
is selected, you can use the arrow keys to slide the marker back and 
forth to adjust the viewing area. A smaller viewing area increases the 
smoothness of the animation on slower systems. 


SOUND VOLUME (F4) 
This selection also has a bar with a sliding marker, allowing adjust- 
ment of the volume from “off” to “maximum.” These bars modify the 
music as well as the sound effects volume. 


MOUSE SENSITIVITY 
This selection lets you adjust the sensitivity of your mouse control. 
Just below this option is a bar with a sliding marker. When this option 
is selected, you can use the arrow keys to slide the marker back and 
forth to adjust the sensitivity of ™~" yer 


GAMMA CORRECTION (F11) 
On some monitors, DOOM II may appear too dark. Press the 
function key, F11 to lighten the screen through five different 
brightness levels. 


TIP: Save your game and save it often. When you die, you’re back to the 
beginning of the level, toting that little pistol again. That ain’t good, espe- 
cially after you progress to some of the tougher levels. 
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ON-SCREEN INFORMATION 


Ultimate DOOM / DOOM II provides on-screen information that’s 
necessary to survive. 








1. MAIN AMMO: In big fat numbers, you see the number of shots 
you’ve got left in the weapon you’re currently using. 


2. HEALTH: You start out at 100%, but you won’t stay there long. 
At 0% it’s time to start over. Try a little harder next time! 





3. ARMS: This list of numbers shows which weapons are avail- 
able. If anumber is highlighted, the weapon is accessible by 
pressing that number. (“1” is always available.) 





4. YOUR MUG: This portrait isn’t just for looks. When you’re hit, 
your face looks in the direction from which the damage came, 
telling you which direction to return fire. Also, as you take damage 
you'll begin to look like raw hamburger—as shown to the left. 





5. ARMOR: Your armor helps you out as long as it lasts. Keep an 
eye on it, because when it goes, you might, too. 





6. KEY CARDS: You can see any keys you possess right here. 
There are three key colors; Yellow, Red, and Blue. 


7. AMMO: This shows how much of each type of ammo you're 
carrying and the maximum amount you could carry—if you had it. 
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MESSAGES 
Often you'll find yourself running over various items. DOOM tells you 
what you’re picking up by printing a message on the screen—unless 
messages are off. Pressing RETURN will display the last message. 

THE AUTOMAP 
To help you find your way around ULTIMATE DOOM OR DOOM Il, 
you’re equipped with an automap device. By pressing the Tab key, you 
replace your normal view with a top-down map of everything you've 
seen up to date. The white arrow represents you, and points in the 
direction you’re looking. You can zoom in and out by pressing “+” or *- 
.” Press the number “0” to toggle between zoom and full view. To mark 
your location on the map press the “M” key. This will place a number 
over your location. To clear all the numbers from the map, press the 
“C” key.MOVING IN THE AUTOMAP: 

Using the arrow keys, you can move | 
yourself, while viewing the Automap. ee 
This is dangerous, since you can’t} 
see the enemy while viewing the 
Automap. To scroll the Automap with- 
out moving yourself, turn off Follow 
mode. Pressing the “F” key will tog-& 
gle Follow mode on and off. 
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CONTROLLING THE ACTION 


Most of the play commands in DOOM II are a simple keystroke away. 
You can use either your keyboard, mouse, joystick, and combinations of 
both to move, pick up items, shoot, and open doors. 

MOVING 
At first, you might find yourself bumping into walls while demons beat on 
you. Once you’ve got movement down, everything else follows. 
WALKING: Use the up and down arrow keys to walk forward and back- 
ward. 
TURNING: The left and right arrow keys turn you left and right. 
RUNNING: Hold down the right Shift key and the appropriate arrow key 
to speed yourself up. 
STRAFE: By holding down the Alt key and the right or left arrow key, you 
can sidestep, rather than turn left or right. 


Note: Jumping is very important for successfully completing DOOM Il. 
Though there is no Jump Key, you can leap from ledges by getting a run- 
ning start. The faster you are moving the further you will go. 


TIP: When travelling narrow passages many players have found it useful 
to examine the Automap in a magnified mode enabling them to see 
exactly where to step. 34 


———— 


JOYSTICK OR MOUSE: If you are using a joystick, use button 1 

to shoot and button 2 to open doors and activate switches. Gravis PC 
Gamepads have a third and fourth button. These can be used as a 
Strafe and a Run button, respectively. If you are using a mouse, 

use button 1 to shoot and button 2 to walk forward. Double-click but- 
ton 2 to open doors and activate switches. On a three-button mouse, 
use button 3 to strafe and double-click button 3 to use 

doors and switches. 


PICKING UP STUFF 
To pick up an object, just walk over it. You’re smart, and know if you 
need to take it. 


USING DOORS, SWITCHES & ELEVATORS 
To open most doors and operate switches, stand directly in front of 
them and press the Spacebar. When you successfully operate a 
switch, it will change in some way (lights up, flips a handle, etc.) If a 
switch does not change after a couple of tries, it is probably assigned 
to do a task that cannot yet be accomplished. 


LOCKED DOORS: Some doors have security locks, and 
require you to have a color coded (yellow, red, and blue) secu- 
rity card or skull key to open them. Other locked doors are 
operated by a switch on a nearby wall. Rather than walking up jg 
to the door, you’ll need to operate the switch. 


HIDDEN DOORS: Some doors are hidden. Many of these can be 
opened by finding a switch. In some cases you just need to walk up to 
the wall and press the Spacebar. If you’ve found a secret door, it will 
open for you. There are clues that reveal a secret door—a wall that’s 
shifted down or a different color, a flashing light on a wall, etc. 





ELEVATORS: You'll see platforms that raise and lower. Some plat- 
forms operate continuously, while others must be activated. Some of 
them sense your proximity and lower automatically. Others have a 
nearby switch. Those without a switch can usually be operated by 
walking up to the platform and pressing the Spacebar. 


TELEPORTERS: Teleporters can be identified by an evil symbol on 
the floor beneath them. To use a teleporter, walk over the symbol. 


COMPLETING AN AREA 
At the end of each area in Ultimate DOOM / DOOM II there is an exit 
chamber. Enter this chamber and press the switch inside to exit the 
area and head onward. When you finish an area, an Achievement 
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screen tallies your performance. Hidden regions located, ratio of kills, 
percentage of treasure found, your completion time, and a par com- 
pletion time are all displayed. 


ETERNAL LIFE AFTER DEATH 
lf you die, you restart the level at the beginning with a pistol and some 
bullets. You have no “lives” limit—you can keep restarting the level as 
often as you’re killed. The entire level is restarted from scratch, too. 
Monsters you killed before are back again, ‘aia like you. 
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FIREPOWER AND HOW TO USEF IT 


WEAPONS: At first, you have only your pistol and your fists for pro- 
tection. When you run over a new weapon, you’ll automatically equip 
yourself with it. As the game progresses, you’ll need to choose 
between firearms. The numeric keys select particular weapons (you 
cannot use the keypad keys for this selection). Ultimate DOOM and 
DOOM II have slightly different weapons. The weapons are: 


Sizes 1 = Fist/Chainsaw 2 = Pistol 

Note: When you walk across the chainsaw it replaces 
fist as weapon. Chainsaw is only in DOOM II. 
3 = Shotguns/Combat Shotguns can deliver a 
heavy punch at close range and a generous pelting 
from a distance. 
Combat shotguns are double-barrelled, sawed-off 
killing sticks, and are only in DOOM Il. These gats are 
the ultimate in pellet warfare. Beware, two barrels not 
only deliver more fire power, but take more time to 
reload. *Pressing the three key will toggle between the 
Shotgun and the Combat Shotgun. 


4 = Chainguns direct heavy firepower into your 
opponent, making him do the chaingun cha-cha. 


5 = Rocket Launchers deliver an explosive rocket 
that can turn several baddies inside-out. 


6 = Plasma Rifles shoot multiple rounds of plasma 
energy—frying some demon butt! 

7 = BFG 9000s are the prize of the military’s 

arsenal. Great for clearing the room of those unwel- 
come guests. Shoot it and see for yourself. 

FIRING: To use a weapon, point it towards the enemy and press the 
Ctrl key, or hold down the Ctrl key for rapid fire. If your shots hit a bad 
guy, you'll see splattering blood. Don’t worry if the enemy is higher or 
lower than you. If you can see a _— you can shoot it. 





AMMO: Different weapons use different use different types of ammo. 
When you run over ammo DOOM II automatically loads the correct 


_ weapon. 
Small Ammo Large Ammo Weapon 
Clip Ammo Box rs Pistol, Chaingun 








Shells gggg BoxofShells —i Shotgun 





Rocket Rocket Case : ae tee © Rocket Launcher 





Cell Bulk Cell 





Plasma Rifle, BFG 9000 


You have a maximum limit on the amount of ammo you can carry, too. 
These are listed on the right side of your status bar. Also, when you 
find a weapon that you already possess, don’t scorn it! Picking it up 
ed tate iat ammo. 
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COMMANDS AND SHORTCUTS 


Pause Key = Pause Esc Key = Menu Tab = Automap (on/off) 
F1 = Read This!|-HELP F2=Save F3 = Load 

F4 = Sound Volume F5 = Graphic Detail-DOS F6 = Quicksave 

F7 =End Game F8 = Toggle Messages _ _F9 = Quickload 

F10 = Quit F11 = Gamma Correction 

- = Reduce View + = Increase View 


COMMANDS USED ONLY IN AUTOMAP 
F = Follow mode (on/off) M = Mark place C = Clear Marks 


+ = Zoom in - = Zoom out O = Full map/Zoom 
WEAPONS SELECTION 

1 = Fist/Chainsaw 2 = Pistol 3 = Shotgun /Combat Shotgun 
4 = Chaingun 5 = Rocket Launcher 

6 = Plasma Rifle 7 = BFG 9000 

MOVEMENT KEYS 

WEI TURE Gc v reer eececr eres rere a Up Arrow, Mouse Button 2 
MOVE SRE KWEIG hatin. Saisieaveks b.0%.4 Down Arrow 

TUL). Seek ee Ok toon Left Arrow 

TIWARI > cae LG. RUS Od Seon de Right Arrow 

Ain FORE .. dicashonels soohla waits we Shift + Up Arrow 





Aun Backwater Ios ys weisz Shift + Down Arrow 


reste Tait ehs i are HA Oi a Shift + Left Arrow 

Foe enna SNES GESk BE Sk evade ds Shift + Right Arrow 

So ae ae ote Ce Sy oe er Alt + Left Arrow 

SIGNS SHOE... BOURE hinns innit es cen Alt + Right Arrow 

FIRING YOUR WEAPON OPENING DOORS/FLIP SWITCHES 
Ctrl Key Space Bar 

Mouse Button 1 Double-click Mouse Button 2 
Joystick Button 1 Joystick Button 2 


Double-click Mouse Button 3 


TIP: When you're comfortable playing the game, try using the keyboard 
and the mouse simultaneously. The mouse provides fine control for aim- 
ing your weapon (allowing you to smoothly rotate right and left) while the 
keyboard permits you to activate the many useful functions of the game. 
DANGEROUS ULTIMATE DOOM/DOOM II ENVIRON- 
MENT 


Some parts of the DOOM II environment can be more dangerous than 
the monsters you’ll face. Areas containing exploding barrels, radioac- 
tive waste, or crushing ceilings should be approached with caution. 


EXPLODING BARRELS: Scattered around the base are 
drums containing fuel, toxic waste, or some other volatile 
substance. If your shots hit one of these barrels, 
it’s kablooey time! It might take several bullets to set off 
a barrel, but a single blast of any of the other weapons 
usually does the trick. 


SLIME AND OTHER RADIOACTIVE WASTE: Many of the areas in 
Ultimate DOOM / DOOM II contain pools of dangerous liquids that 
will damage you if you walk through them. There are several varieties 
of waste, each doing increasing damage. If it looks fluid, beware! 


CRUSHING CEILINGS: Some of the ceilings in Ultimate DOOM / 
DOOM II can smash you, making you cry blood. Often you’ll be able to 
see the ceiling moving before you go under it, but not always. Be care- 
ful and Save often! 





TIP: Barrels can often be the most devastating weapon in your arsenal— 
delivering a body-blasting explosion to all nearby purgatory pedestrians. 
Wait until several evil guys get next to a barrel and blast away at the can, 
then watch ‘em all go boom! 95 
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HEALTH AND ARMOR 


Even for a tough hombre like you, Ultimate DOOM / DOOM II can be 
a deadly place. Whenever you are injured, the screen will flash red, 
and your health will decrease. Keep an eye on your health or you’ll 
end up face down. 


HEALING: When you’re hurt, you’ll want to get your health back as 
soon as possible. Fortunately, Medkits and Stimpacks are frequently 
scattered around the base. Grab them if possible. 


Stimpacks give you a quick injection of booster enzymes 
that make you feel like a new man—at least, to a degree. 





Medkits are even better, and include bandages, 
antitoxins, and other medical supplies to make you feel 

a lot healthier. 

ARMOR: Two types of body armor can be found laying around. Both 
reduce damage done to you. Unfortunately, both deteriorate with use, 
and eventually are destroyed by enemy attacks, leaving you in need 
of replacement armor. 





Security armor is a light weight kevlar vest that’s perfect 
for riot control. 


Combat armor is a heavy duty jacket composed of a tita- 
» @ nium derivative—useful for protection against real 
firepower, like the kind you’re gonna face. 
lf you’re wearing armor, you only pick up a replacement sult if it pro- 
vides more protection than what you’re now wearing. 
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POWER-UPS 


Other bits of “challenging electronics” may be found in DOOM Il. Most 
of these are pretty doggone handy, so grab them when able. These 
special items have a duration of either the entire level, a specific 
amount of time, or just provide an instant benefit. A few of them affect 
your game screen so you can tell when they are active. For example, 
when you pick up a radiation suit, the game screen turns green. As 
the suit deteriorates the screen will flash. This is a hint to get out of 
the radioactive ooze now! 


Radiation Suits provide protection against radioactivity, 
heat and other low-intensity forms of energy. Basically, 
these suits enable you to wade through the radioactive 
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ooze without taking damage. While a suit holds out, your 
screen will have a greenish tint. 
Duration: Time Based 


Berserk Packs heal you, plus act as a super-adrenaline 
rush, enormously boosting your muscle power. Since 
you're already a pretty meaty guy, this enhanced strength 
lets you tear ordinary dolts limb from limb, and you can 
even splatter those demons without too much trouble. 
However, you’ve got to use your Fist attack to get the 
benefit of the Berserk attack bonus. When you become 
Berserk, your screen will briefly turn red. 

Duration: Time Based 


Backpacks increase the amount of ammo you can carry. 
In addition, whenever you find a backpack, you receive 
extra ammunition. 


Computer Maps are a handy find, updating your Automap 
with a complete map to the entire area, including all 
secret or hidden areas. Areas you haven’t been to are 
mapped in grey. 

Duration: One Level 


Light Amplification Visors allow you to see clearly even 
in pitch dark. 
Duration: Time Based 
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ARTIFACTS 


A few artifacts from the other dimension are now laying around and 
you may want them, too. 





Health Potions provide a small boost to your health— 
even past your normal 100%! 


Spiritual Armor provides a little extra protection above 
and beyond your normal armor. 


Soul Spheres are rarely encountered objects that pro- 
vide a large boost to your health. A close encounter with 
one of these and you'll feel healthier than ever! 


Mega Spheres combine the power of combat armor with 


_ the benefits of a Soul Sphere. In DOOM II only. 


af 


Blur Artifacts are strange orbs that make it difficult for 
others to spot you. The enemy can still see you, but most 
of their attacks will be less than accurate. 

Duration: Time Based 





invulnerability Artifacts are products of the Anomaly that 
render you immune to all damage. Pretty cool, until the 
effect wears off. When you’re invulnerable your screen will 
be white—your punishment for being tough. 

Duration: Time Based 





TIP: Create dissension among demons by maneuvering them into a 
crossfire. If a bad guy is hit by another demon, he’ll turn his rage towards 
the poor jerk with the pitiful aim. If this happens, let ’em at each other—it’s 
always best to let the bad guys do the work for you. (This isn’t effective with 


projectiles fired between demons of the same form.) 
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THE ENEMY 


From the very first moment you enter the door, till the last gunshot of the 
game, you'll be fighting a host of baddies. Some are just regular guys 
with a bad attitude, others are strait from Hell. Some of the monsters 
you'll face aren’t shown here. Don’t say we didn’t warn you. 


Former Humans: Just a few days ago, you were probably 
swapping war stories with one of these guys. Now it’s time to 
swap some lead upside their head. 





Former Human Sergeants: Same as above, but much 
meaner, and tougher. These walking shotguns provide 
you with a few extra holes if you’re not careful! 





Former Commando: Geeze, weren’t shotgun zombies bad 
enough? At least when you fade these jerks you get a cool 
chaingun. In DOOM II only. 





Imps: You thought an imp was a cute little dude in a red suit 
with a pitchfork. Where did these brown bastards come 
from? They heave balls o’ fire down your throat and take 
several bullets to die. It’s time to find a weapon better than 
that pistol if you’re going to face more than one of these 
S.O.B.s. 
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Demons: Sorta like a shaved gorilla, except with horns, a 
big head, lots of teeth, and harder to kill. Don’t get too close 
or they’ll rip your fraggin’ head off. 





Spectres: Great. Just what you needed. An invisible (nearly) 
monster. 





Lost Souls: Dumb. Tough. Flies. On fire. Nuff said. 





Cacodemons: They float in the air, belch ball-lightning, and 
boast one Hell of a big mouth. You’re toast if you get too 
close to these monstrosities. 





Hell Knight: Tough as a dump truck and nearly as big, 
these goliaths are the worst things on two legs since 
Tyrannosaurus rex. In DOOM II only. 





Barons of Hell: The Hell Knight was bad news, but this is 
Big Daddy. These bruisers are a lot like Hell Knights, but 
look a little different and are twice as tough to kill. 





Arachnotron: Maybe cybernetics wasn’t such a great 
idea after all. Look what the demons have done with it. It 
seems unfair somehow you’re not the only guy in Hell 
with a plasma gun. In DOOM II only. 





Pain Elemental: What a name. And what a guy. Killing 
him is almost as bad as letting him live. In DOOM II only. 





Revenant: Apparently when a demon dies, they pick him 
up, dust him off, wire him some combat gear, and send 
him back into battle. No rest for the wicked, eh? You wish 
your missiles did what his can do. In DOOM II only. 





Mancubus: The only good thing about fatso is that he’s 
a nice wide target. Good thing, because it takes a lot of 
hits to puncture him. He pumps out fireballs like there 
was no tomorrow. In DOOM II only. 





Arch-Vile: One of the worst of a bad lot. You can’t think 
of enough rotten things to say about him. He’s fast, hard 
to kill, casts spells, and resurrects dead monsters! At 
least these suckers are rare. DOOM II only. 





The Spider Mastermind: You guess the Arachnotrons 
had to come from somewhere. Hi, mom. She doesn’t 

have a plasma gun, so thank heaven for smallfavors. 4 
Instead, she has a super-chaingun. Crap. DOOM II only. 





The Cyberdemon: A missile-launching 
skyscraper with goat legs. ‘Nuff said. DOOM II only. 





Note: The above illustrations are not drawn to scale. 


30 





°9ELOTITIT TELE P POTEET IPSS OPI PLES IDE LEDEDEL LILI OEE LDI DID ES IE EBEIG IED L IIL IIISELES ELLE DEDEDE LILLIE ILLS EERE ROR ETE DEITIES TLIO LESLIE ELIE LLELEELLEELELATILEE EDLC LE RELI ELIELELI ELISEO IE LLLVELE DEER EDE ILD LEEDS LESSIG ELLIE IIE LLL ALLEL LL IELELALEL ORLA ELMER ER LLM LE BOOT PLE LEL PEST IPEI SIDI ILIL ELLE LILLE LLL 


Many of the rules for playing DOOM change for the multiplayer game. Read the fol- 
lowing information carefully before you play DOOM in multiplayer mode. Note: To 
Start a multiplayer game, review the instructions provided in the Installation Guide 
found in this package. 


MENUS: When you activate the Options menu or submenus, the game KEEPS 
RUNNING so that other players can continue with the action. So it is best to find a 
safe place before adjusting screen sizes or sound volumes. 


UNPAUSE: A player may Pause the game by pressing the PAUSE key, but any 
other player can Unpause the game by pressing the PAUSE key again. Make sure 
it's OK with your buddies before taking a breather. 


SAVE: When you save a multiplayer game, DOOM saves the game on every 
player's system in the slot you select, writing over whatever was there. Before sav- 
ing the game, players should agree on a safe save game slot. 


LOAD: You cannot load a saved game while playing a multiplayer game. To load a 
game everyone must quit from the current game and restart the game from the 
saved game. To start a game from a saved game, you can either select it from the 
SETUP program or identify it as a command line parameter. 


WEAPONS: When a player runs over a weapon, he picks it up, but the weapon 
remains in the game for other players to take. Note: Shotguns dropped by former 
human sergeants are removed from the game after being picked up. 


DEATH: If you die and restart in the level, previously taken items and destroyed 
monsters DON’T reappear. Even though you've died, other players have survived. 
We didn’t want to undo all of their fine destruction by reviving every monster in the 
area. This also means the level will eventually run dry of monsters and ammunition. 
You can avoid this by selecting the Nightmare skill level. Monsters will then respawn 
after they've been smacked down. You can also use the command line parameter “- 
respawn’ to force DOOM to revive destroyed monsters in any difficulty level. Refer 
to the README file for further details regarding command line parameters (see 
Installation Guide for instructions on viewing the README). 


TELEPORTERS: When a player enters a teleporter, anything that is standing on 
his or her destination teleporter will be destroyed. This is called telefragging. This 
humiliating form of death is second in shame only to being bludgeoned to death 
by your opponent's knuckles. It can be avoided by getting off the teleporter as 
quickly as possible. 


UNIFORM COLORS: In net games, each player’s uniform is a different color. The 
color of your character is the color behind your face on the status bar. The colors are 
BROWN, INDIGO (black), GREEN, and RED. 


CHAT MODE: In a multiplayer game you can communicate with other players in the 
Chat mode. To enter into Chat mode and broadcast a message to all the players, 
press the letter “T”. A cursor will appear in the top left corner of the screen. Type 
your message and press the ENTER key to send it. To broadcast to a specific 
player, instead of pressing “T” you'll need to press the first letter of the player's color. 
(B)rown, (I)ndigo, (G)reen, and (R)ed. 


CHAT MACROS: In a multiplayer game, you can send your own pre-defined 
macros (defined in the SETUP program under the menu selection, Run 
Network/Modem/Serial Game) by initiating Chat mode (as stated above), then hold- 
ing ALT and pressing the number key that corresponds to the macro you wish to 
send. For example, if macro #2 is “Eat it and die!”, initiate Chat mode by pressing 
“T”, then hold down ALT and press 2. 


EXITING A LEVEL: When one player exits a level, all players instantly exit with him, 
regardless of their position or their status. 


There are two ways to play multiplayer: Cooperative and DeathMatch. In 
Cooperative mode the players work together. In DeathMatch mode your mission is 
to kill everything that moves, including your buddies. You can choose which mode 
you wish to play from the SETUP application. The differences between Cooperative 
and DeathMatch mode are as follows: 


WHERE YOU START: In Cooperative mode each player begins in the same area. In 
DeathMatch mode the players begin in completely different areas and if you want to 
see your buddy, you'll need to hunt him down. And to make the hunt more interest- 
ing each time you die you'll restart in one of several random locations. 


KEYS: In DeathMatch mode the players start each location with the keys necessary 
for opening any locked door in that area. 


STATUS BAR: In DeathMatch mode the ARMS section on the status bar is 
replaced with FRAG, indicating the number of times you’ve killed your opponents. 


AUTOMAP: In Cooperative mode the Automap works the same way it does in 
single-player mode. Each player is represented by a different color arrow. In 
DeathMatch mode you won't receive the pleasure of seeing your opponents on the 
map. Just like the monsters, your friends could be just around the corner, and you 
won't know until you face them. 


SPY MODE: If you’re playing in Cooperative mode, press F12 to toggle through the 
other players’ viewpoint(s). Press any other key to return to your view. You still 
retain your own status bar at the bottom, and if your view reddens from pain it is 
YOU, not your partner, who has been hit. 


INTERMISSION SCREENS: In both Cooperative and DeathMatch mode the inter- 
mission screen tallies your achievement. In Cooperative mode the intermission 
screen lists the achievements for all players in the game. In DeathMatch mode the 
intermission provides a death count on everyone, letting you know who killed whom. 
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The rules for completing or winning a DeathMatch game have intentionally been left 
general. Any player can exit an area and force all the players to move to the next 
area. Also, there is no limit on how many kills are required to declare a player the 
winner. We decided to leave this up to you. 
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TROUBLESHOOTING 
The following troubleshooting guide applies to the DOS version of 
DOOM II and Ultimate DOOM. Please read the README. TXT file for 
late breaking info, or info on the Windows 95 versions. 


| seem to have installed DOOM OK, but it always locks when it 
gets to |_ Startup Timer... 

You probably have Windows running in the background. Restart your 
computer and make sure you exit Windows before you attempt to play. 


When DOOM runs | get an “Insufficient Memory” error, or DOOM 
just doesn’t run... 

You don’t have enough free RAM to run DOOM (Il). This usually hap- 
pens with 4MB RAM machines - you need about 3.7 MB free RAM to 
run DOOM (Il). If you have DOS 6.0 or later, boot your system and 
hold the left shift key as the “Starting MS-DOS” message appears. 
This will bare boot your system. 


Your best bet is to make a boot disk or a CONFIG.SYS menu (DOS 
6.0, page 97 in your DOS manual). Do not use memory managers like 
EMM386, QEMM, etc. Do not use Smartdry, etc. 


| get a “WRITE ERROR” while DOOM (Il) is decompressing... 

lf you are using a disk compression program such as STACKER or 
DOUBLESPACE it may be incorrectly estimating your remaining disk 
space. The easiest solution is to make more room on your hard disk 
by deleting programs which are no longer used. 


The Windows SETUP program runs after installation... 
DOOM (Il) did not install to your hard drive. See above answer. 


Why doesn’t my mouse work with DOOM (Il)?... 

lf you renamed or commented out information in your autoexec.bat 
file, you may have removed the command which loads your mouse 
driver. Loading your mouse driver can be as easy as typing MOUSE 
and pressing ENTER at the DOS prompt. Check your computer docu- 
mentation if this doesn’t work. 


DOOM (Il) is too dark to see anything... 
Press F11 to lighten the screen through 5 stages of brightness. 
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Why isn’t the animation smooth?... 
If the animation isn’t smooth on your system, you should try reducing 
the window size. Refer to your DOOM (Il) manual for instruction. 


My Gravis Ultra Sound tm sound card doesn’t work... 

The default IRQ for a Gravis Ultra Sound is 11. DOOM (II) doesn’t 
handle IRQ’s above 7. Change this with your Gravis Ultra Sound setup 
program. 


Why can’t | get music or sound effects?... 

DOOM (Il) may have incorrect info regarding your sound card. Run the 
setup program to check if it has the correct information on your sound 
card. Be sure the IRQ is below 7 (see above). 


| can’t get digital sound from my SoundBlaster tm compatible... 
You are experiencing a DMA conflict. You may have a CD-ROM or 
hard drive on the same DMA channel that you specified in DOOM (Il)’s 
setup. Change the DMA channel of the card or offending device. 


| hear static when listening with my Sound Blaster card... 

You should refer to your sound card manual for instructions on how to 
lower the Mic and Line volumes to zero. This is usually done through 
the mixer program that came with your sound card. 


| still hear static, or my sound effects are breaking up... 

Disconnect any parallel devices. (Sound cards, to work with DOOM (Il), 
must use IRQ5 or IRQ7, which are also used by LPT2 and LPT1 - 
where printers are connected.) 


| can’t get sound on my ATI Stereo FX card... 
Contact ATI for a BIOS upgrade. 


DOOM (Il) locks up... 

You need to turn “hidden refresh” off in your CMOS Advanced Chipset 
settings. If you’re using RAMBIOS.SYS, you must remove it from your 
CONFIG.SYS. Make sure you also turn off Hardware Video 

Shadowing (also found in CMOS settings). 
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| was playing DOOM (il) but always after a specific amount of time 
my screen goes blank. | can still hear the music and sound 

effects in the background... 

Some computers use a special power management of energy saving 
system that blacks out the monitor, normally after a pre-set period of 
inactivity. If you have such a system you should refer to your computer 
manual or contact your computer company to help you disable this 
feature. 


MODEM / NETWORK PROBLEMS 


I’m trying to set up a modem game, but my modem does not 
appear in the list of modems in the SETUP program... 

lf your modem does not appear in the list, you can try selecting a com- 
patible modem. If that does not work, contact your modem 
manufacturer for an initialization string that turns off Data 
Compression, Error Correction, and Flow Control. Then, to let DOOM 
(Il) use the new string, edit the MODEM.CGF file the \DOOM(II) direc- 
tory, and replace the first line with the one you received from the 
modem company. 


I’m receiving the error, “IPX NETWORK NOT DETECTED”... 
Currently, DOOM (Il) only supports a network that uses the IPX proto- 
col. If you receive this error message, check your network manual to 
ensure it uses the IPX protocol. 


Why can’t | get DOOM (II) to run as a multiplayer game’... 

lf someone else is running DOOM (Il) in multiplayer mode you may 
experience a network conflict. Check above in the multiplayer section 
how to fix this. 


During startup, DOOM (II) locks up at “looking for player”... 

This occurs when you enter a number of players greater than the 
amount of players actually entering the game. Press [ESC] and restart 
with the correct number of players. 


I’ve received the message, “Consistency Failure”... 

lf you receive this message something has occurred which caused the 
multiplayer game to be different from one computer to the next. Quit 
and restart. 
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I’ve received the message, “Different versions of DOOM cannot 
play a Net Game”... 

To improve the game, Id updates when necessary. You cannot play 
with different versions. 


MASTER LEVELS FOR DOOM Il - PROBLEMS 


| try to load a WAD file | get a program error and it exits to DOS... 
Your paths may not be configured properly. See “Setting Paths for 
Master Levels” and “Setting Paths for Maximum Levels”. 


I try to load a WAD file | get a “bad command or filename” error 
and it exits to DOOM-IT... 

Doom-lt onlys works with the DOS versions of Ultimate Doom or 
Doom Il. If you are using the Windows 95 versions, please use the 
LAUNCGER to play your new levels. 


| selected 2 WADs but when the game starts | only get one... 
You selected 2 different WADs which use the same level. See instruc- 
tions. 


| have the Ultimate DOOM and want to try some Maximum DOOM 
WADs... 

Ultimate DOOM and DOOM use the same WADs. Go ahead and use 
them. 


| can’t get DWANGO installed or I can’t get an answer... 
Call DWANGO tech support at 318-425-5252. Do Not call GT, as their 
tech support can’t help you. 


When I try to play a Master Level WAD the program starts me with 
a regular Doom2 level... 

Your CD-ROM drive setting is incorrect. See the instructions and make 
sure the Path setting refers to your hard drive, not the CD. 
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Technical Support (U.S. & Canada) 
Assistance Via World Wide Web 


Get up-to-the-minute technical information at the GT Interactive 
software web-site, at http://www.gtisonline.com, twenty-four hours 
a day, seven days a week. Through this site you'll have access to our 
FAQ documents, (Frequently Asked Questions) which contain our lat- 
est troubleshooting information. You'll have access to our FTP (File 
Transfer Protocol) area where you can download patches and new 
enhancements as soon as they become available, our Hints/Cheat 
Codes area where you can pick up some tips, an E-Mail area where 
you can leave us your tech support problems and questions, and 
other areas where you can get valuable information on GT Interactive 
Software products. 


Help Via Telephone In The United States & Canada 


For phone assistance, call GT Interactive Software’s Tech Support at 
970-522-1797. We have an Interactive Voice Response and 
Faxback system that is available twenty-four hours a day, seven days 
a week. If you should need live support, we are available Monday 
through Friday, 10:00 AM until 10:00 PM (EST). Please note that live 
Tech Support may be closed on major holidays. We ask that you do 
the following when calling: be at your computer; have your system 
information ready for our technicians including system make and 
model; RAM; video and sound card data and drivers; and any screen 
or error messages you’ve encountered and where (if not currently dis- 
played on your screen). It will expedite your handling significantly. 


Product Return Procedures In The United States & Canada 


In the event our technicians at 970-522-1797 determine that you will 
need to forward materials directly to us, please include a brief letter 
explaining what is enclosed and why. Make sure you include the 
Return Merchandise Authorization Number supplied you by the techni- 
cian and your telephone number in case we need to call you. Any 
materials not containing this RMA# will be returned to you 
unprocessed. Your mail should be sent to the following address: 


GT Interactive Software Corp. 
Attn: TS/QA 

1 Nixon Lane 

Edison, NJ 08817 


lf our technicians determine that the product storage medium is found 

to be defective within ninety (90) days 

of original purchase, (unless otherwise provided by applicable law), 

GTIS will replace the item free of charge, to the original purchaser, if 

the item is accompanied by the original dated receipt and packaging. 

lf you do not have the original receipt, or if the warranty period has 
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expired, GTIS will replace the product storage medium for a nominal 


fee. | 


lf your product information contains Technical Support phone numbers 
for Europe, you must contact those phone numbers and abide by their 
warranty policies. 


Technical Support (Europe) 


Help Via Telephone In Europe 


Technical Assistance: English speaking customers call 01923 
209145 


Assistance Technique: Remarque: Notre service de soutien tech- 
nique se trouve en Angleterre. Clients francophones appelez le 00 44 
1923 209148 


Technischer Kundendienst: Beachten Sie bitte dass sich unser 
technischer Kundendienst in England befindet. Den deutschsprachi- 
gen Kundendienst erreichen Sie unter folgender Nummer: 00 44 1923 
209151 


Other 

Please do not make unauthorized copies The program you've pur- 
chased was produced through the efforts of many people who earn 
their livelihood from its lawful use. Don’t make copies for others who 
have not paid for the right to use it. To report copyright violations to the 
Software Publishers Association, call 1-800-388-PIR8 or write: 
software Publishers Association 

1101 Connecticut Ave., Suite 901 

NW Washington, DC 20036 





This program is protected by United States federal and international 
copyright laws. 


All trademarks mentioned in this manual are the property of their 
respective owners. 


39 


LICENSE AGREEMENT AND LIMITED WARRANTY 


PLEASE READ THIS LICENSE CAREFULLY BEFORE USING THE SOFT- 
WARE. THIS DOCOUMENT IS AN AGREEMENT BETWEEN YOU AND GT 
INTERACTIVE VALUE PRODUCTS DIVISION (THE "COMPANY"). THE COM- 
PANY IS WILLING TO LICENSE THE ENCLOSED SOFTWARE TO YOU ONLY 
ON THE CONDITION THAT YOU ACCEPT ALL THE TERMS CONTAINED IN 
THIS AGREEMENT. BY USING THIE SOFTWARE YOU ARE AGREEING TO 
BE BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO 
THE TERMS OF THIS LICENSE, PROMPTLY RETURN THE UNUSED SOFT- 
WARE (INCLUDING ALL PACKAGING AND YOUR ORIGINAL, DATED SALES 
RECEIPT) WITHIN 10 DAYS OF PURCHASE TO GT INTERACTIVE VALUE 
PRODUCTS DIVISION, 2300 BERKSHIRE LANE, PLYMOUTH, MN 55441 AND 
YOUR MONEY WILL BE REFUNDED. 


1. Ownership And License. This is a license agreement and NOT an agreement 
for sale. The software contained in this package (the "Software") is the property 
of the Company and/or its Licensors. You own the disk/CD on which the Software 
is recorded, but the Company and/or its Licensors retain title to the Software and 
related documentation. Your rights to use the Software are specified in this 
Agreement, and the Company and/or its Licensors retain all rights not expressly 
granted to you in this Agreement. 


2. Permitted Uses. You are granted the following rights to the Software: 

(a) Right to Install and Use. You may install and use the Software on a single 
computer. If you wish to use the Software on more than one computer, con- 
tact the Company for information on an upgraded license allowing use of the 
Software with additional computers. 

(b) Right to Copy. You may make and maintain one copy of the Software for 
backup and archival purposes, provided that the original and each copy of the 
Software are kept in your possession. 


3. Prohibited Uses. The following uses of the Software are prohibited. If you 
wish to use the Software in a manner prohibited below, please contact the 
Company at address, phone, or fax numbers listed above for information 
regarding a "Special Use License". Otherwise, you may NOT: 

(a) Make or distribute copies of the Software or documentation, or any portion 
thereof, except as expressly provided in this Agreement. 

(b) Use any backup or archival copy of the Software (or allow someone else to 
use such copy) for any purpose other than to replace the original copy in the 
event it is destroyed or becomes defective; 

(c) Alter, decompile, or disassemble the Software, create derivative works based 
upon the Software, or make any attempt to bypass, unlock or disable any pro- 
tective or initialization system on the Software; 

(d) Rent, lease, sub-license, time-share, or transfer the Software or documenta- 
tion, or your rights under this Agreement. 

(e) Remove or obscure any copyright or trademark notice(s) on the Software or 
documentation; 

(f) Upload or transmit the Software, or any portion thereof, to any electronic bul- 
letin board, network, or other type of multi-use computer system regardless of 
purpose; 

(g) Include the Software in any commercial products intended for manufacture, 
distribution, or sale; or 

(h) Include the Software in any product containing immoral, scandalous, contro- 
versial, derogatory, obscene or offensive work. 


4. Termination. This license is effective upon the first use, installation, loading or 
copying of the Software. You may terminate this Agreement at any time by 
destruction and disposal of the Software and all related documentation. This 
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license will terminate automatically without notice from the Company if you fail to 
comply with any provisions of this license. Upon termination, you shall destroy all 
copies of the Software and any accompanying documentation. All provisions of 
this Agreement as to warranties, limitation of liability, remedies or damages shall 
Survive termination. 


9. Copyright Notice. The Company and/or the following Licensors hold valid 
copyright in the Software. Nothing in this Agreement constitutes a waiver of any 
rights under U.S. Copyright law or any other federal or state law. 


6. Miscellaneous. This Agreement shall be governed by the laws of the United 
States of America and the State of Minnesota. If any provision, or any portion, of 
this Agreement is found to be unlawful, void, or for any reason unenforceable, it 
shall be severed from, and shall in no way affect the validity or enforceability of 
the remaining provisions of the Agreement. 


7. Limited Warranty and Disclaimer of Warranty. For a period of 90 days from the 
date on which you purchased Software, the Company warrants that the media on 
which the Software is supplied will be free from defects in materials and workman- 
ship under normal use. If the Software fails to conform to this warranty, you may, 
as your sole and exclusive remedy; obtain a replacement free of charge if you 
return the defective Software to us with a dated proof of purchase. The Company 
does not warrant that the Software or its operations or functions will meet your 
requirements, nor that the use thereof will be without interruption or error. 


EXCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL 
WARRANTIES, EXPRESS OR IMPLIED, INCLUDING AND WITHOUT LIMITATION, THE IMPLIED 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. EXCEPT 
FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE COMPANY DOES NOT WARRANT, 
GUARANTEE OR MAKE ANY REPRESENTATION REGARDING THE USE OR THE RESULTS OF THE 
USE OF THE SOFTWARE IN TERMS OF ITS CORRECTNESS, ACCURACY, RELIABILITY, CURRENT- 
NESS OR OTHERWISE. 


INNO EVENT SHALL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY 
INCIDENTAL, INDIRECT, SPECIAL, OR CONSEQUENTIAL DAMAGES ARISING OUT OF OR IN CON- 
NECTION WITH THE LICENSE GRANTED UNDER THIS AGREEMENT INCLUDING AND WITHOUT 
LIMITATION, LOSS OF USE, LOSS OF DATE, LOSS OF INCOME OR PROFIT, OR OTHER LOSS SUS- 
TAINED AS A RESULT OF INJURY TO ANY PERSON, OR LOSS OF OR DAMAGE TO PROPERTY, OR 
CLAIMS OF THIRD PARTIES, EVEN IF THE COMPANY OR AN AUTHORIZED REPRESENTATIVE OF 
THE COMPANY HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. IN NO EVENT 
SHALL LIABILITY OF THE COMPANY FOR DMAGES WITH RESPECT TO THE SOFTWARE EXCEED 
THE AMOUNTS ACTUALLY PAID BY YOU, IF ANY, FOR THE SOFTWARE. 


SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OF IMPLIED WARRANTIES OR LIABILITY 
FOR INCIDENTAL, INDIRECT, SPECIAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITA- 
TIONS MAY NOT ALWAYS APPLY 


ACKNOWLEDGMENT: YOU ACKNOWLEDGE THAT YOU HAVE READ THIS AGREEMENT, UNDER- 
STAND IT AND AGREE TO BE BOUND BY ITS TERMS AND CONDITIONS. YOU ALSO AGREE 
THAT THIS AGREEMENT IS THE COMPLETE AND EXCLUSIVE STATEMENT OF THE AGREEMENT 
BETWEEN YOU AND THE COMPANY AND SUPERCEDES ALL PROPOSALS OR PRIOR 
ENDORSEMENTS, ORAL OR WRITTEN, AND ANY OTHER COMMUNICATIONS BETWEEN YOU 
AND THE COMPANY OR ANY REPRESENTATIVE OF THE COMPANY RELATING TO THE SUBJECT 
MATTER OF THIS AGREEMENT. 
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